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New modalities for interactive entertainmentInteraction technologies have recently become more and more
robust, ubiquitous, andwidespread. Their advances encompassboth
the enabling technologies (e.g., faster computer architectures and
network communications,more powerful real-time video and audio
processing, and so on) and the concept itself guiding research and
development. Keywords such as user centric media, user-centered de-
sign, and human-centered computing [1–3] are emerging as novel
directions for research. The focus on the user and on her capabilities
reverts the original machine-centred paradigm and opens new per-
spectives for interactive entertainment.
Several other application domains can benefit from such an
evolution, e.g., interactive experience of cultural heritage, therapy
and rehabilitation, education, technologies for social inclusion,
and so on. Entertainment, however, is one of the fields that can
best take advantage of novel interaction technologies and of such
a shift of paradigm. Consider, for example, the availability of
low-cost input devices (e.g., Kinect, Wii), of techniques for syn-
chronised analysis of multiple input modalities (speech, face,
full-body gesture, biometric signals) derived from models of hu-
man perception, of sophisticated interaction metaphors and strat-
egies taking into account human perception, cognition, and
emotion, of advanced rendering technologies (3D audio, video,
and graphics).
This special issue collects contributions thatwitness such a trend
toward anovel human-centered interactive entertainment. The spe-
cial issue gathers selected, extended contributions from the Intetain
2011 Conference, with a special focus on research concerning intel-
ligent systems, techniques, and applications for interactive enter-
tainment. Since 2005, the Intetain conferences provide a unique
international forum for researchers in the field of interaction tech-
nologies,witha special focusonentertainment. The conferenceaims
at enhancing the understanding of recent and anticipated advances
in interactive technologies, and their applications to entertainment,
education, culture, and thearts. In this tradition, Intetain2011–held
in Genova, Italy, May 2011 – included the presentation of research
works on virtual/mixed/augmented reality, hardware technologies
and devices for entertainment, animation and virtual characters,
non-verbal full body interaction, storytelling, affective user inter-
faces, and techniques for social interaction.
A first paper in this special issue shows how novel low-cost in-
put devices, such as Kinect, have a significant impact on advanced
user-centered entertainment applications. The paper presents a
framework for controlling the navigation of a quadrotor in GPS-
denied environments, exploiting a new Kinect-based natural user
interface to manually control the navigation of the quadrotor.
Twopapers focuson theoutput of entertainment systems in form
of virtual characters. The first one introduces AsapRealizer, a novel
platform for controlling virtual humans. It combines and extends
previous Behaviour Realizers, and can be adapted to suit the needs1875-9521/$ - see front matter  2013 International Federation for Information Process
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poses a novel approach to automatic generation of character anima-
tionsdrawing inspiration fromtechniques for constructionof virtual
agents. Given the specification of a set of high-level goals, animation
is automatically produced through the generation of a sequence of
actions, the translation of actions into animation commands, and
the display of an animated scene through a 3D graphic engine.
Finally, three papers provide concrete examples of application
of entertainment technologies in specific domains. One of them
concerns Brain-Computer Interfaces (BCI), an emerging and prom-
ising research field. It focuses on the user experience of multi-
player BCI games by comparing the BCI approach with more tradi-
tional interaction technologies.
The second paper addresses active listening of sound and music
content, a new paradigm for entertainment with music: real-time
analysis of full-body movement and of social interaction enables
users to actively mould music as they listen to it, creating and shar-
ing their experience in a novel way.
The third one presents an Interactive Multimodal Environment
(IME) to be used at school for educational purposes. In such an
environment, the user augments her real experience with auditory
and/or visual content, in an approach combining entertainment
with education. The environment was used to practice listening
to English as a Second Language and to enable children with severe
disabilities to perform an interactive listening.
Whereas covering only partially a huge research and applica-
tion area, these works are exemplary case studies that well demon-
strate the potential impact of novel interaction technologies and
paradigms for entertainment computing.References
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